
the most powerful i 



battles against the forces of evil led by the fearsome Skeleton 
Help HeMan, Battle Cat, Teela. Man-at-Arms, Orko and their allies as they 
struggle in thrilling and dangerous encounters with the henchmen of Snake 
Mountain. 

Already a worldwide success this incredible series win bring action and excite 
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Battle through the red tape o 
the world. 


n your C64 to feed 


Sdv Adventure 


on 


Become Dex Deth and avoid a civil war breaking 


out In your Amstrad. 
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Einstein Shorty 



Amstrad PC games, 
the trickle before the 
flood? 



Ultima III fro: 
playing adventures evi 
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g round to the right and 
ft towards the right-hand 
the highest point of the 



Nothing to do with 
EastEnders 



Reaktor Reaction 



the countdown reaches 13 when 
a message will be printed on the 



priced £8.93 fo 
and Amstrad 



IBM disk. There is also a Young 
Players’ edition of Trivial 
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THE AWARD WINNING 

GRAPHIC 
ADVenTURG 
CREATOR 



Wtt' chan ^uvaro market 

_advent^^^_ - 

l THE ANSWER 1 0 YOUR PRAYERS'] 
'* 

A very clever utility . 

very easy to use. 

KEITH t amVbEU^OMMODOREI^ 



A vi-rv impressive and 

smhislicaledadvenlureBencraUi^ 

1 - ,| N< lAIRUSER, ^ 

Now everyone ran write professionally 
illustrated adventure games. 

I he Graphic Adventure Creator - THIi 
adventure writing utility ol the eighties 
* Unleash the I’owerof your imagination * 



ordirect from: 
INCKVIIVK 
SOFTWAXK I i I) . 

? Minerva House, 
Calleva Park. 
Aldenraston. 

Berkshire KC74QVV 
Telephone (117356) 77288 



. LLA-l I'. -MM- i .K ...T. , . 

(HI l.KAl'mC AI>Vt MURE CREATOR 



TELE-GAMES 

The leading Video game specialists offer - 



Jk 



ATARI 

2600 



(Nintendo) 






CDLECQ 



vision 




GALAFORCE 



about a quarter of a sci 



ts already in motion w: 



le aliens go In groups of two. 



eliminate every alien o 



Acomsoft is dead! Long live Acomsoft! Galaforce is the 
first release on the new Superior Software /Acomsoft 
laheL As is usual with all Superior Software and 
Acornsoft games, it is fast, furious, and fiendishly the other 

difficult to play. Mike Roberts reveals that it’s all in the 
patterns in this get-up-and-go introduction to the first 

eight Waves .. . natt section. 

^ Wave 6 : This Is identical to 

wave „g.the aliens move 



sen 


<213 [SGI H 1 3DQDQ 




* 




* 

K ** 








1 * 




*- 




w 

* 







i the bottom 

There is a slight delay between 
the first two and the second two 
appearing. When they have 
taken up station at the top of the 
screen they will begin to gener- 
ate or launch aliens Once the 
screen is full of gyrating aliens, 
you might as well abort and have 
a cup of tea, as you have no hope 
at aU. The technique Is to hit 
them before thev start gener- 




is you just had to follow the 
patterns that the aliens look. In 
the case of Space Invaders, the 
pattern was very predictable and 
was easily learnt, and 

really vary fiom level to 

The later games such as Moon 
Cresta, Galajdans and Space 



pensing baddies as they go. The 

technique to get th 

over to the far leit 
as fartq 

go. Fire like crazj 

mother ships should Just walk 
Into your fire, alter this It's up to 

Well, that should get you 
started. Now all you have to do Is 
get through the other 100 waves! 
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Macsen Software presents 
television’s most popular 
programmes for your 
computer. 

With our productions you 
can take part in your 
favourite programme and 
turn your living room into 
the television world of stars 
and sagas. 



enjoyment- £8.95 

TREASURE HUNT 



you search throughout England, Wales 
and Scotland, past rattles, cathedrals 

book, you won't need^enneth* 1 
Kendall to help you. Happy hunting! 



MACSEN 

SOFTWARE- 

17 MaesNott, Carmarthen, Dyfed Sfl 31 1PQ. Tel: 0267 232508 



THE WINNING M 




Officially licensed coin-op game from Nichibutsu. 
' Now for your home compi 



Followup to Moon Cresta. 



low for your home computer. 



Pilot your space fighter over the planet eliminating all alien life forms on its surface. Build up Fire 
power on board as you dodge missiles launched from land silos and undersea bunkers. 

Face the giant Death Star at the end of each orbit. You will need nerves of steel to pass this test! 



=7 
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isure (rom ct< 



Our original Repton game wc , , 

elements, and clear logical thinking to solve its strategic puzzles Repton Involves retrieving treasure from cleverly-constructed traps of tailing 
rocks whilst avoiding the fearsome monsters and haunting spirits 'This Is an astounding game reaching new heights In BBC arcade adventur 
enthused the Micro User magazine 

last Christmas saw the release ot Repton 2, larger and much more challenging than before Aoorn User's Technical Editor Bruce Smith wrote: 
Repton 2 Is better than anything I ve played on the BBC Micro or Electron. Brilliant!" 

Now, completely rewritten and improved tor the Commodore Amstrad. BBC Micro and Electron, we proudly present Repton 3. For the first time, a 
screen-designer is Included: try to devise screens that will perplex your friends then see it you can solve fheir newly-designed screens Another 
Innovation Is the character-designer which enables you to design your own monsters rocks eggs spirits diamonds . . . any or all of the game's 
characters can be redefined as vou wish. 



Repton 3 Is much larger than Its predecessors - it has 24 fascinating screens and players who are skilful enough to complete them all can 
enter our prize competition described below. All the favourite Repton characters have been retained, together with several new features- a 
creeping poisonous fungus which grows at an alarming rate: time bombs and time capsules (tor puzzles In the 4th dimension); and golden 
crowns as well-deserved rewards for your endeavours Can VOU complete Repton 3? 



PRIZE COMPETITION 

If you complete Repton 3, you can enter our competition. 
Prizes Include over £200 In cash, with T-shirts mugs badges 
and pens for runners-up 






Master Compact Disc 



< iomussc ACORNSSFT 

Dept. R13, Regent House; Skinner Ume. Leeds LS7 TAX. 



The screen pictures | 
above show the 
BBC Micro version of -I 
Repton 3. 

Telephone: 0532 459453. 






TOP flOTCH 




The Amiga has already shown its 
impact on the home micro scene 
through Rainbird’s ‘The Pawn’. Steve 
Applebaum investigates the rest of the 
Amiga scene. 
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fflOTHILLS 



5 / Ml 



| '••'i sosrseif in the foothills belon the nearest oMhe sno* capped 

iB^h loois uy onwouslg in front of 500. Around sou. the floor is 
io,, ! 2 er !: The only exits are south, along the gravel path 
=outh ^ d 3 north,,est w the side of the aountain. 
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Mike McGarry 
dons his white 
beard and pillar 
box red costume 
to announce 
Christmas offers 
and all the latest 
play-by-mail 
gossip. 
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PBM Convention 






Victory House. Leicester Place, London WC2H 7NB. Telephone 01-439 0666 




Footballer of the Year |Fu 

CI6+4 MSX Spectrum 4W 

\£6.95 £7.95| £ 

\ Amstrad, BBC/Electron 
L \ Atari CBM 64/128 | 

£9.95 



| Thorpe at 
, today. 

■ Cox, attra 



iC16+4 CBM 64/1 
\MSX Spectrum ‘ 



XEo'vfrsI 
!£^:for s 
Recov 
BANKS 



!s»sg| 



| ^ Hisdcpan^ 
signalling the 






' league history. 



Avenger (W«*oftheTlgarl) 



Available November 






Available November 





Getting a game from your 
computer’s memory onto the 



retailers’ shelves is fraught with 
dangers. In this new series we’ll 
highlight the problems and suggest 
a few solutions. 
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third party is a powerful guard 
against theft. 

The main ability of a would 
be programmer Is to tak 
criticism readily. Remembe 
you are dealing with profes- ' 
sionals who will be trying to get 
the most from your game. Argue 



widely, Some companies offe: 
d fees, others royalties o: 




id Spectrum games each sell 
■ to three times as many units 
— y other machine. With 




Don't accept the first offer 
you get If you think you’re being 
changed. Work quickly 



enter Into wheeling and dealing. 
Firstly, a company will suspect 
your motives if you delay too 
long In accepting their offer. 
Express an Interest but delay 
signing anything. Be aware that 
people In the Industry speak to 

anywhere and It’s difficult to 
**-e professionals with a 




their public than m _ 

hopefuls with nothing to offer 
but Ideas. They don’t live In the 
lap of luxury these days, but 
• a good living 
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*'■ srfBol 'SS^® a \ 

■libs® 5 ' 




All work should be 
submitted to The ED, 



ASP Ltd, 1 Golden 
Square, London W1R 
3AB. We undertake 
not to use any work 
submitted without 
the author’s express 
permission but if you 
want your work 
returned you must 
include a stamped 
addressed envelope. 



7,1 
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MIND PURSUIT 



Sit yourself down, down load your data and you’re off 
on a trail of mind twisting tests. High quality software! 
High quality challenge! Can your mind take the strain? 



U.S. Gold 

Units 2/3 Holfoid Way. 
Holfotd. 

Birmingham B6 7 AX. 
Telephone: 021 356 3388 







walk, duok. Jump, lob grenades, 
and fire your gun. The grenades 
are useful for getting rid of the 
mines that appear sporadically 
— they oould be used for getting 




equipped with bai 
mortars, which es 
range slightly. 



Hot on the heels of ‘Galaforce’ comes 
another Acornsoft / Superior Software 
release in the shape of Stryker’s Run. 
After you’ve marvelled at the stunning 
graphics is there any game left? Mike 
Roberts takes out his laser pistol and 
bag of grenades and has a look . . . 




along the ground below the level 
of the launchers. The advantage 
of those things though is very 
high, flying through the air 
bombing your opponents Is 
much more satisfying than Just 
shooting them. As long os you 




forts, a 

cinema showing ‘Rocky 1 
(Cert. 16). There Is also more 
enemy Junk lying about, some 
of which you can use, and some 
of which you can't — otherwise 
the game plays in a similar 
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simply Jumping through them. 

number of spells, an hourglass 
will be activated giving you a set 
time to get back to your bed and 
Graphically, Heartland is 

virtually perfect with your Hero 
and the various definable foes 
he meets looking like something 



Niff* 



way he dies Is brilliantly con- 
ceived and comparable only to 

however, the game Is frustrat- 
lngly hard. Going through a 
door Involves stopping, turning 



Jiving portals 






continually pouring. The 
tals are controlled by a 

so all that you have to do Is 



plaining the different facets of 
the game. Time Trax Is quite 
slow to play but it should appeal 






're wearing a Tbp Hat. The 
i Is to find a magic book that 
tests the Heartland and 
ore to it the missing pages of 



i promised something a bit 
ial and I dug Into Heartland 
l more than customary 
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SGORELINE 

You may have noticed that we’ve given the old marking 
system the cosmic elbow. Out with the old Novas, Red 
Giants and the like and in with the Scoreline. Hopefully 
this will clarify what we really 
think of the games we review. 




A 





COMMODORE SCREEN 



There are some places in the universe you don’t go alone. 
mm OK 

ZX SPECTRUM 48K128K - £9.99 AMSTRAD CPC Cassette £9.99 

COMMODORE 64 128 Cassette. £9.99 AMSTRAO CPC Disk . . £14 99 

COMMODORE 64 128 Disk £14.99 

ELECTRIC DREAMS SOFTWARE. 31 CARLTON CRESCENT SOUTHAMPTON SOI 2EW TEL (07031 229694 
Mail Order Electric Dreams Software, 23 Pond Street, Hampstead. London NW3 2PN. 





At a time when you're being showered with cut price bargains, amazing value packs or st unning compilations 
(of games you've never heard of?), then it's hard to work out what is a good buy and what isn't. Cast off the 
confusion and look no more, for here we present a range of compilations of games that are classics in their 
own right, or have established pedigrees which guarantee their quality. 

Here we have compiled a series of products which stand as the master of any of its rivals. 







L 



AMSTRAD. 
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A Taste (fd Advcntaie 





What to play 



‘An adventure is only an inconve- 
nience rightly considered. An 
inconvenience is only an adventure 
wrongly considered’, g.k. Chesterton 



Starting out 

Here then are a few games that 
will give you a good Introduc- 
tion to adventures. 

If you are lucky enough to 
own a disc drive with your Com- 
modore 64, then look no further 
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Master Tournaments, th . 

' Exploding Fist are 



is information. B 




. _ . re likely to 

it. Throughout the game the 




soon brings you faoe to face 
with an enemy. If you take my 
advice, try heading to the left. 
The fighter you meet is gene- 

escape but defeating him now 



The strength of the hero and 
his enemies is Indicated by 




The impact of Exploding Fist has 
prompted Melbourne House to 
follow up on their success. Does 
Fist II measure up to its 
older brother? 




hElbourhe house C64 i2i 




scrolls get shorter and shorter 



.ated, you’re ready to find 
sr and if you continue in 
the same direction you won’t be 
disappointed. On entering a cave 
you meet a ladder rising up into 

there is a guard whose strength 
could be high. If the last battle 
took a lot out of you. wait until 
your energy returns. This may 

When you're fully refreshed. 



baok down the la 

leap into battle. A well timed 
flying kick at this point will all 



successful, the temple is just off 
the screen to the left. A quick 
prayer will restore your energy 

Before leaving the temple. 



your starting point, is an old 
palace whioh houses the scroll 
that you need. If the battle with 
the first palace guard gets a bit 
too much, try Jumping past him 






rest be punched to 
■ progress. After 



The soul-destroying truth is 
[uard, you have then to wander 



your vigoi 
heights an 



tn head off In 



L 



COMPUTER GAMER DECEMBER 1986 






■tie! 

DOUBLE 




?;rr 



Transfers. Finances, injuries etc., involving OVER 1050 PLAYERS 
' eir individual skill levels of Passing, Tackling, Kicking etc. 
are achieved by 22players using Artificial Inf " 



YOUR TASK IS TO... 

Manage a given 3rd Division team and succeed by either Promotion 
or interesting largerClubs with your expertise in winning the League 
Championship or better still THE DOUBLE. Careful programming 
has eliminated luck so you will need astuteness and a Managerial 
mind to organise Administration. Staffs Players, Wages &Transfers 
(not easy we promise!, Crowd Control, Policing, Scouts, Finance, 
Gates, Injuries and Physiotherapy. At your disposal are print-outs, 
individual player reports, visits to League Grounds, Fixtures, Results 
and current League Tables of ALL THREE DIVISIONS. 

But w^Myo° Achieve the* ultimat^f ^THE DOUBLE’”'? eXCe ' en ' 

HOWARD KENDALL did not achieve success in 5 minutes neither 

COMPETITION, COMPETITION . . . 

If you can be the FIRST to achieve THE DOUBLE you will WIN A 
DAY OUT in style at EVERTON F.C., for a fixture of your choice 



SCFINflTRDN : 



LIMITED 
-COMMODORE 64, ATARI - 
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SENTINEL 




The Sentinel is watching you! Is it a 
sure Firebird success or is it just eye 
in the sky! 




those dreams where 




id valleys must be committed 



sSS, 



i employs a system 
of short range teleportation 
First a reoeptor robot shell must 
be placed a suitable distance 
away. The robot can then projeot 
Itself into this shell and regain 
the energy required for this 
process by absorbing the dis- 
carded shell into the new body. 
Although the robot has a reserve 
of energy to begin with, it must 



COMPUTER GAMER DECEMBER 1986 





Tha landscape la precipitous 
and one of the laws of teleport- 
ation Is that you cannot project 
a shell onto a eurfaos which 1 b 
higher than the robot's 'eye' 
level. This means that you 
would often find yourself at an 
Impasse If you ventured lnln « 
deep gully. Fortunately, ; 




from ground level. 

Whilst you are trying to gall 
enough energy to scale thi 
heights to the Sentinel's vantag 
point, It is rotating, about lti 



ally If you haven't ascertained 
where the Sentinel is and you 
therefore don’t know whloh way 

moving to a new shell Is a 
haphazard business whloh 
could soon bring you back 



Totally absorbing 

is always looking back towards 
the reoently vacated shell so 
reabsorption of energy' can be 

being scanned when the move 

quick because the Sentinel will 
still be draining energy from the 
old casing. As you watch the old 
robot turns into a boulder, then 

disappear if your previous 

synthetic boulders. One by one 
the boulders will regress as the 
energy Is drained until there Is 





game. Although I'm against 
'straight' conversions whloh psy 
no regard to the special facilities 
which a different machine 
possesses, I feel disappointed 
when the game is altered out of 
impuier. thaws 



masquerading ui 



to play or 
imethlng e 



game u 



10 C64 



s keyboard ci 

wmi no Joystlak option. I can't 
say that this noticeably handi- 
caps the game in any way, onoe 
you get used to the keys. In both 
a key redefining facility 

■ helpful but the 

ire fairly sensibly 

ldering that this game Is 
is tradl- 
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Cl 6/PLUS 4 



Thai Boxing 
European Cup 
Canoe Race 
Speed Boat Grand Prlx 



CBM 64/128 



Ice Hockey 
Burning Rubber 
Golf 

Water Sports 



tNCO SOFTWARE. 4 WEST GATE HOUSE. 
iPITAL STREET. DARTFORD. KENT DAI 2EH. 
'elephone: 0322 925 13/92518 



HOPELESS 
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Leather* goxyoesses 



of pboeos 




Infocom tread the fine line between 
good and bad taste with their latest 
adventure. 
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IT MAKES ME 
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The officially endorsed game by 



Sequel to the hugely successful Hung Fu simulation. 

Eight more deadly opponents to combat as you develop your Karate skills and advance to become a 
black-belt master. 

Authentic fighting moves with 4 different locations create an outstanding and realistic atmosphere. 
Imagine Software 1 1 984| Umited-6 Central Street- Manchester- M2 5NS-Tel:06I 8343939 




Spectrum in October, Amstrad in November, Commodore 64 in December. 



Sales dept., 

Castle Lodge, Castle Green, 
Taunton, Somerset TA1 4AE 
England loajs, sms? « s«o? 



software getting harder 





Gordon Hamlett checks out the moves 
in Rainbird’s latest adventure. 
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REVIEW 
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The Spectrum is the only British 
computer which has survived from 
the early days. Has the collapse of 
Sinclair’s company affected its 
place in the market? 
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C\MSTRAD 



Alan Sugar’s sweet little Amstrads 
took the world by storm. What future 
is there for the CPC series now? 



computer so 
1984. Slnoe 
has grown to be, arguably the 
biggest computer company in 



drive, printer, and sb 



Amstrad machine, you should 
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LiJ00Li) 



Acorn’s micros have stronger associ- 
ations with academies than with 
arcadia. Mark Webb surveys the scene 
for signs of a change. 



The fastest sci-fi 
arcade game yet. 




Victory House, Leicester Place, 
London WC2H 7NB 
Telephone: 01-439 0666 
Spectrum 

CBM 64 QQ QC 
and Amstrad: IrO./J 



Can you become 
Earth’s Xeno champion? 



1 or 2 player 
option. 




Same great mag. 
Bright new image. 



i 

I 

1 





r nvt ^ 

GREAT ARCADE 
GAMES FOR THE 
PRICE OF ONE 



IT MUST DE CHRISTMAS 





REVIEWS 







graphs are a summary of 
Cluedo’s rules as supplied In the 



players go through their moves 
automatically. The human 
players end their turn with a 
key press. Both computer and 
human players are entered 
along with the speed setting at 
the beginning of the game. 
Choosing all computer players 
and high speed results in a fast 
and furious game and a success- 
ful solution within a minute or 



i the playing i 






which can help you solve the 

tlvely designed and the draw- 
ings impressed regular players 
of the game who saw them. 
Playing the game with a 
group of people, most of whom 
knew the board game, brought 







RENEWS 



basic 'idea 
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Atari home computers have been 
around for almost ten years, yet the 
basic design has changed little. Are 
they antiques or were they ahead of 
their time? 

Bpeotrum magazines 




ts-you-type-lt-ln. 



people at the top of the charts 
are producing Atari versions of 
their games, though it is fair to 



storming ahead like it is, the 
r future (not ta 
anybody would weloome on 
stocking this Christmas. 





Commodore 
Computes i 

Buying a Commodore computer can be 
a risky business at times. What are the 
pitfalls this year? 
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HI-SCORE 





FROM THE BEST 



COMMODORE 



AMSTRAD 



f 








P« 




I B | «l| 


; 1 




.Hl ^ ij i ’ 1 




BIKE ACTION MONSTER ACTION 



SUPER CYCLE 



THE MOVIE MONSTER GAME 









Soundtrack 



|8 AMSTRAD CBM64/128 AMSTRAD CBMB4/128 AMSTRAD CBMI 



HLLIuMIM r rn ._ __ 

eir rs ffa ifRAR CB 




Alpha Omega, CRL’s budget label, 
give ten readers the opportunity to 
win a set of their three great heroic 
games for the Commodore C64: 
Hercules, Gods and Heroes, and 
Orpheus in the Underworld. 



■ Where Is the h 
godB of Ancient 
a) Delphi 



Bach entry must be made on 
the offloial Computer Gamer 

completed. Photocopies wiU 



o) Thunderbolt 
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CRL COMICS PRESENTS 



TRME TtUNiAN , Fouowf4& UV A-TEAtt-TO 
EXCUSMt &ODG»CAU DISONERSES.TUN \6LES 
PoVlN ft. CAME, WftERE SBE, ANO A DULL OLD 
BlDDV CALLED NttSS PENTTOJTH, ABE CATOjRED 
EX TWS Sl&, SWttM MONSTER. VNftO WANTS "To 
9 AT THEN ...WEN A METAtftORWOSSS TARES 
PLACE,... (VlBWBJER, WE NOW '&WORE ALL WAT, 
AND TAKE Vaj STBAVOftT TO WE GENTLEMEN -5 
CLD8 WWERE TfoX'lE'S CHUNS Aft' PE.) 
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. NEAREST CAR-WREELRM W» 

■ us ft-tfuw.wmyi 4 
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iV, Do I HATE Pusui 0ROM!V 
bOf JWA MESS TOP flow, SEES 



fWE UNUes TRASSfoRT THIS 
TWUSMT Too TOLD T60JSER - 
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DON’T MISS OUT! I 



Now that you have read this issue of 
Computer Gamer and you know how 
interesting and invaluable it is, wouldn’t it be 
a crime to run the risk of missing a single 
thrilling issue? 

Well, you don’t have to! 

If you order a subscription to Computer Gamer 
you will be assured of receiving every issue 
through your letter box each month without 
the worry involved in rushing to your local 
newsagent before all your friends have nabb- 
ed the available copies. 

Simply fill in the coupon and send it in with 
your remittance and sit back and wait for 
thrills and excitement to come directly to youl 

Subscription Order Form 
Cut out and send to: 

Computer Gamer 
Infonet Ltd., 

Times House, 

179 The Marlowes, 

Hemel Hempstead, 

Herts. HF1 IBB. 





Subscription Rates 
(tick □ as appropriate) 



£16.60 for 12 issues UK □ 

£21.50 for 12 issues overseas surface post □ 
£28.00 for 12 issues USA surface post □ 
£57.00 for 12 issues airmail □ 



I am enclosing my (delete as necessry) 
cheque /Postal Order / International Money 

Order for £ 

(made payable to ASP Ltd) 

a 



Debit my Access □ 

cm 



Barclay card □ ■ 

m 1 1 1 1 1 1 1 it 



Please Use Block Capitals and include post 
code 



NAME (Mr/Mrs/Miss). 



ADDRESS 



POST CODE.. 

SIGNATURE 

DATE 
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Light years ahead for Compilations 





BREAK.. .BREAK- 

BREAK 
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£9.99 cassette y 
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(Dantes I DpeRno 



by Andrew Gordon 




220 DATA,,,,,,,,, 120,, 31, 124, 224 

255, ,252, 127, , 105,190, ,9, 190, ,4,60, ,3 
240 DAT A24B , , , 224 

270 DATA95, 253, 117, 95, 253, 117, 85, 213, 117 



530 PRINT "NOW LOAD PROGRAM 2". 

E 



PROGRAM LISTING 2 




100 DATA32, 148, 192,173, 143,5,201,2,176.3 
,238,14,208,162,40,254,103,5,254,143,5 

i ii:it : ?=?i : t: ; ;t :? i iSiTii 



: RE ADD : POKEC , D : NE XT 
, 255 , 24B , 63 , 255 , 252 , 



o o 

OO 
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104,5,173,239,4,233,1,141,144,5 

140 DATA162 , 39 , 189, 159,4 ,233 , 1 157 , 160 4 
, 189,199,4,233, 1 , 157,200,4,202,208,237 ’ 
150 DATA 169 ,32, 141, 160,4 ,141 ,200,4 ,96 
160 DATA173, ,208,201 ,255,208,19, 173, 1 ,20 

8,233,4,141,1,208,201,118,176,6,238, 

170 DATA208 , 238 , 16,208,96,173,248,7,73, 1 
, 141 ,248,7, 173, ,208, 105, 4 , 14 1 , , 208,201 
1 80 DAT ABB ,176,1,96,173,16, 208 ,41,1, 208 
1,96, 169, 3, 141,, 208, 206, 16, 208,169, 157 ’ 

190 DATA141 ,1,208,238, 12,208,238, 12,208, 




PROGRAM LISTING 3 



0 GQSIJB 1 000 : SS=20 

1 REM PROGRAM 3 
10 IFA< 1 AND (RND (3) >RORA<— 60) ANDS70THEN P 
R I NT " SnUMMMS BDMMBFH J " : S=S- 1 : A=3 

20 SYS49 1 52 : A=A-1 : GET AT : ONVAL < A* ) G0SUB20 
0,250,300,350 

30 IFPEEK ( 1 194) =1 ANDPEEK ( 1275) =32THENY=1 
194s Z=104: P— 77 : G08UB400 

40 I FPEEK (12061=1 ANDPEEK ( 1 287 > =32THEN Y= 1 

206: Z=200: P=77 : GQSUB400 

50 SYS49200 : I FPEEK (1402) =0 ANDPEEK ( 1 482 ) = 

32THENY= 1402: Z=160:P=1 17: G0SUB400 

60 I FPEEK (1413) =0 ANDPEEK (1493) =32THENY=1 

413: Z=247 : P=1 17: G0SUB400 

70 I FPEEK (V) =255 ANDPEEK ( 1493) =17ANDPEEK ( 

V+ J 1 > AND 1 THENGOSUB360 

80 IFA>— 78THEN10 

90 F0RC=0T0255: POKEV+6, C: NEXT : POKEV+16 1 
36 : F0RC=0T088: POKEV+6 , C: NEX T : POKE V+2 1 96 
100 POKE V , 3 : POKEV+ 1 , 1 57 : POKE V+ 1 4 , 64 : FORT 
=0T0799: NEXTT: P0KE53272 , 20: PR INT " 11" 

110 PRINT: PRINT : PRINTSPC (9) "!*5URVI VOR BO 
NUS ": PRINTSPC (12) "S10*"SS: PRINT 
120 PRINT: PRINTSPC (9) ")3SCREEN BONUS":PRI 
NTSPC ( 12) " 910*5" : P0=250+SS*10: SC=SC+PO 
130 PRINT: PRINT: PRINT: PRINT: PRINT: PRINTS 
PC (9) "kTQTAL E)"PO: F0RC=0T01999: NEXTC 
140 R=R- . 005 : POKE V+6 , 24 : POKE V+2 1 , 255 : I FS 
S< 1 1 THENPOKE V+ 1 2 , PEEK ( V+ 1 2 > + 1 1 -SS,: SS= 1 1 
^ _l!S=SS: IFPE EF<V+12) >188THEN500 

160 POKE53272,2B:G0SUB2O2O: POKEV+16 12R- 
GOTO 10 

200 POKEX , 32 : POKEX+ 1 ,32: X=D: D= 1275: POKED 
,17: POKED+ 1,17: RETURN 

250 POKEX , 32 : POKEX + 1 , 32 : X=D : D= 1287: POKED 
,17: POKED+1 , 17: RETURN 

300 POKEX , 32: POKEX+1 ,32: X=D: D=1482: POKED 
, 17: POKED+1 ,17: RETURN 

350 POKEX , 32 : POKEX + 1 , 32: X=D: D= 1 493 : POKED 
,17: POKED+1, 17: RETURN 

360 POKEV , 247 : P0KE2040 ,196: FORC=PEEK ( V+ 1 
) T0250 : POKEV+1 , C: NEXTC 
370 POKEV, 3: POKEV+1 , 157:POKE2040,202-SC= 
SC+10: RETURN 

400 POKEY , 32 : POKE Y+ 1,32: POKEY+2 , 32 : POKE Y 
+40 , 32 : POKEY+4 1,32: POKE Y+42 , 32 : SS=SS- 1 
410 POKEV+4 , Z : F0RC=PT0250: POKEV+5 , C: NEXT 
C: RETURN 

500 POKEV+21 ,0:PRINT"a" : PRINTSPC (9) "!*YOU 
ARE D.E. A.D ! " 

510 PRINT: PRINT: PRINTSPC (9) "KYOU SCORED 
"SC" POINTS. " 

520 PR I NT: PR I NT: PR I NT: PR I NT "PRESS RETURN 
TO PLAY . " : I NPUT ; AT: RUN 
1000 P0KE53281 ,0: PRINT"rX."SPC (9) “ DROPOU 



PRINTSPC (12) "BY A GORDON" 

JrapsTmus^ Y0U ’ BY controlling two 

he 3 food I " T " LEAD THE starving people to t 

^OOD^ROM " 8 V ° U ” UST ALS ° DEFEND THE 
1050 PR I NT "THE GRASP OF PINKY ( YES THE 
PINK ONE.)"; ’ 

1060 PR I NT "HE WILL TIE THE FOOD UP IN RE 
D TAPE AND" 

rSsW'™' PEDP1 - E " LL mT * 

1080 PRINT" IT. YOU START OFF WITH A GROU 
P OF 20 BUT"; 

1090 PRINT" IT WILL BE DIFFICULT TO SAVE 
ALL OF THEM"; 

e 1 °your I " T " FR ° M THE PITS ' when ’ THEREF0R 

LP^® E PR J^T"BR0UP FALLS BELOW k.113 THE WE 

1120 PR I NT "STEP IN AND YOU WILL FIND YOU 
RSELF IN" 

1130 PR I NT "MORE RED TAPE. ": PR INT" !* TH 

ERE IS A METER TO MEASURE THE RED" 

EN^TH I S ^ IS " TAPE Y0U HAVE ACCUMULATED. WH 
1150 PRINT C OFF THE SCALE YOUR GAME IS OV 

1160 PRINT:PRINT" 1IY0UR CONTROLS ARE 
131 2 3 SiAND.I 4ii" 

1170 PR I NT "BY PRESSING THESE KEYS ONE OF 
YOUR TRAPS"; 

Juf°J£ I r iT " wlLL BE PLACED THE RESPECT 
IVE GAP. " 

1190 PRINT: PRINT"H (HINT: TO STOP PIN 
KY, PLACE THE TRAP ON HIS HEAD)" 

1200 PRINT" 9 PRESS ANY KEY TO PLAY " 

1210 GETAT: IFA*=" "THEN1210 

R= - 90! eoslJ B2000 : S=20: J=10: RETURN 
2000 V=53248: RESTORE: F0RC=VT0V+46:READD- 
POKEC , D : NEX TC: F0RC=2040T0C+7 
2010 READD: POKEC, D+196: NEXTC 
2020 PRINT " Uli" ; :F0RC=OT01 19: PRINT"B" : t N 
EXT : PRINT" MM" 

2030 F0RC=0T079: PRINT"Q" ; : NEXTC: PRINT”MM 
: F0RC=0T079 : PR I NT " Q '• ; : NEX TC : PR I NT " W 
=035 FORC=OTO 1 1 9 : PR I NT "Q" ; : NE X T : PR I NT" MM 
: F0RC=0T01 18: PRINT"Q" ; : NEXT 
2040 P0KE2023 ,17: P0KE56295 , 5: PR INT" Si" ■ PR 
I NT : PR I NT " IS BDMIHFH J SIJ" ; 

2050 PRINTSPC (18) "R SrHiai >•■■■; 

Sn" : PRINTSPC (11) A$; S 

pc (9> a*":mmmm" 

PRINTSPC ( 18) AT; SPC ( 8 ) AT"MH.I« 5 »IM" 

2070 PRINT"!* ACEkACE*ACEi»CEa=.CEBWCE;»CE 
BACEOACEWCElKCElACEnACE" ; : A=3: X=832 
2080 PRINT"!* GIKkGIK9CIKlEIK3GiKBGIK;EIK 
•EIKH3IKSEIKIEIKIEIK13GIK" ; : RETURN 
3000 DATA3 , 1 57 , , 77 , , , 24 , 1 1 7 , 255 , 134 , 172 . 
50,169,52,64,117,128,27,,, ,255,200 
3010 DATA16, 28, 121,240, 128,8, , 5 ] 

2,10,14,14,12,13,2,15,7,6,6 ’H 2 " 4 ^ ’ 

9998 : ” ' ’ 

9999 REM * DROPOUT * 

BY ANDREW GORDON 



IK) 
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1 





OR m="GO 



THEN PR I ; 



420 DATA t 



430 READ xed:DIM xmov (63, 4) , desc (63) , obt 
( xed > , xob (xed),obj( xed ),exa(xed),xin(xed 
), lnv(4),sta(xed) 

440 FOR t = l TO 63: FOR s = l TO 4: READ z : xn 
ov ( t , s ) =z : SOUND 1 , t«5, 1 , 15 : NEXT s,t 
450 FOR t=l TO 63: READ a : desc ( t > =a : NEXT 
460 FOR t = l TO xed : READ a, z, b : obt ( t > =a: x 
ob(t)=z:obj(t)=b:xin(t)=t: NEXT 
470 FOR t = l TO xed : READ a : exa ( t ) =a : NEXT 
480 WHILE xob ( 15) 023 :GOSUB 560: WEND 
490 REM «**»«End at Game«»»»» 

500 CLS:PRINT" WELL DON 



510 PEN 1 : PR I NT:f 



1 1 NT" 



credit 



540 GOTO 1850 
550 END 

560 REM »»»»«*Maln Game: 
570 PEN 1 : PR I NT CHR*(7); 

: PR I NT 



EN : 



: PR I ) 




TURN 
750 IF ( k = "S" Of 
l>0 THEN px=xmo\ 
="S" OR m- "GO S' 
760 IF i k="E" UF 



D0 THEN px = xuun 
="E" OR m="GU E* 
770 IF (k="W" uf 




NT aa : RE 




"GO 0" THEN GUSUB 85 
in= "GU I" THEN GU5UB 
THEN PEN 2 : PR I NT" Wha 



600 IF l="GET" OH I ="TAK" UR l="GRA" THE 
N GUSUB 970 ELSE IF 1="DRU" OR l="LEA" 0 
R I = "PUT" THEN GOSUB H90 ELSE IF l="WAT 
" THEN GOSUB 2320 ELSE IF l="£ A T" THEN G 
05UB 2360 

810 IF I = " WEA " THEN GOSUB 1250 ELSE IF I 
-"JUM" THEN GUSUB 1310 ELSE IF l="EXA" T 
HEN GOSUB 1340 ELSE IF k = "D" UR k="DO" U 
R m="GO D" THEN GUSUB 1400 ELSE IF k="U" 
OR k="UP" OR o="G0 U" THEN GOSUB 1460 E 
LSE IF I ="REA" THEN GOSUB 2270 
820 IF I = "SHO" THEN GOSUB 1510 ELSE IF I 
="BOA" THEN GOSUB 1590 ELSE IF m="DRIV” 
THEN GOSUB 1660 ELSE IF l="TIE" THEN GOS 
UB 1720 ELSE IF l="DIG" THEN GOSUB 2040 
ELSE IF l="FUC" OR 1="BAS" OR 1="SHI" TH 
EN GOSUB 2090 

830 IF i=”OPE" THEN GOSUB 1900 ELSE IF 1 
= "BRE” OR l="SMA” THEN GOSUB 1990 ELSE I 
F I ="G 1 V" THEN GOSUB 1050 ELSE IF 1="TAL 
" THEN GOSUB 2150 ELSE IF «="DRIN" THEN 
GOSUB 2230 
840 RETURN 

850 REM »»»*»Out»»««* 

860 PEN 2: IF px=6 THEN PRINT ac:px=9:RET 
URN ELSE IF px=8 THEN PRINT ac:px=5:RETU 
RN ELSE IF px=16 THEN PRINT ac:px=15:RET 
URN 

870 IF px=18 THEN PRINT ac : px=12: RETURN 
ELSE IF px=21 THEN PRINT ac : px= 10 : RETURN 
ELSE IF px=28 AND sf>0 THEN PRINT ac:px 
=29: RETURN 

880 IF px=45 THEN PRINT ac : px =44 : RETURN 
ELSE IF px=47 THEN PRINT ac:px=46:RETURN 
ELSE IF px= 1 THEN PRINT ac: px=63 : RETURN 

890 IF px=53 THEN PRINT ac:px=14:RETURN 
ELSE IF px=54 THEN PRINT ac: px=7 : RETURN 
ELSE IF px=61 THEN PRINT ac: px=19 : RETURN 
ELSE IF px=62 THEN PRINT ac : px=55 : RETUR 




910 REM In«*««« 

920 PEN 2: IF px=5 THEN PRINT ac:px=8:RET 
URN ELSE IF px = 7 THEN PRINT ac:px=54:RET 
URN ELSE IF px=9 AND so>0 THEN PRINT 
px =6: RETURN 

930 IF px = 12 AND sb>0 THEN PRINT ac:p 
8: RETURN ELSE IF px = 14 THEN PRINT ac: 

S3: RETURN ELSE IF px = 15 THEN PRINT ao 
=16: RETURN 

940 IF px=19 THEN PRINT ao: px=61 : RETU 
ELSE IF px=29 THEN PRINT ac: px =28: RETURN 
x=44 THEN PRINT ac:px=45:RETUR 



ELSE IF 

950 IF p: 
IF | 



=5S THEN PRINT ac: px=62 : RETURN 
x=63 THEN PRINT ac: px= 1 : RETURN 
aa: RETURN 



960 PR I 
970 REM 

980 GOSUB 1780: IK p<l THEN RETURN 
990 w=0: FOR x = l TO xed:IF xob(x)=px AND 
xin(r)=x THEN h=1 

1000 NEXT: IF w = 0 THEN RETURN ELSE IF r=l 
OR r =2 OR r=3 OR r = 10 OR r = 19 OR r=20 0 
R r=22 THEN PRINT ab: RETURN ELSE IF r=14 
AND sg<l THEN PRINT’The travel agent va 
nta his xoney.": RETURN 
1010 IF r =24 OR r=25 OR r=26 OR r=27 
r =29 OR r = 30 THEN PRINT ab: RETURN ELSE I 
F r=28 THEN PRINT"The 
tarts to hiss and spit 



AMSTRAB 



" : xob (4)=0:x=5:PRI NT "The 



1150 NEXT: IF w=0 THEN PRINT"You doi 
n anything. ":RETURN 

1160 IF sta ( 12) = 2 THEN PH I NT" You' re 

1170 IF sla(18>=2 THEN PRlNT"You're 

1180 PHI NT: RETURN 
1190 REM «»»»»Drop»»»»« 

1200 GOSUB 1780: IF p< 1 THEN PRINT"! 



’ : RETU. 
v=0: FOR x = 1 ' 



After 
m, It < 



i the 



1210 

1220 NEXT: IF w=0 THI 
yiny " ; d : RETURN 
1230 xob Ixinlr) )=px 
1240 RETURN 
1250 HEM a « « « » Ueai a i 
1260 GOSUB 1700: IF i 



1030 NEXT: IF 
m not. I can 
1040 xob 1 x in 
» REM i 



r=0 THEN PR I NT'Hercu 1 



ixGlve 



1270 IF s 
NT" I don’ 
12) =2 AND 



! THEN 
THEN PR I 



2) OR I 
’HINT"! 'in a I res 

F r=l2 THEN st 



1060 GOSUB 1780: IF p<l THEN PR1NT-GI 
hat ???" : RETURN 

1070 IF staCrXl THEN PRINT" I haven’ 
t it. ": RETURN 

1080 IF px=23 AND r = 15 THEN xol 
ETURN 

1090 IF px=56 AND r=14 THEN xm< 
7:PRINT"The lady says ’you say 
to the departure lounge’ " :sta( 14 >= 
x=l TO 4: IF inv ( x ) =obt (14) THEN In 
”":xob(14) =49 : x =5 : RETURN ELSE NEXT 
1100 IF px=59 AND r=14 THEN xmov<59 
0 : PR I NT"The lady says 'you may now 

to the departure I ounge’ " : sta ( 14) =i 
x = l TO 4: IF inv(x)=obt(14) THEN in' 
"" : xob( 14 )=0: RETURN ELSE NEXT 
1110 IF px=61 AND r=4 THEN sg=l:sta 
: FOR x = l TO 4: IF lnv «x > =obt ( r ) THEN 



ETURN ELSE I 



(12) =2 : PRINT ac: RET 
(18) =2: PR I NT ac:RET 



15) =23 : R 
<56, 2) =5 



>2.7 THEN PEN 2:PRI) 



1350 GOSUB 1780: IF ptl THEN PR1NT"I d< 
iderstand "jd: RETURN 
1360 IF r= 19 OR r=20 AND px=? OR px=5f 
HEN PRINT exa( 19): RETURN 
1370 IP r=26 AND px=45 THEN PRINT exal 
ETURN 

1380 xob(r)Opx ANU stalrlU THEN F 
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140® REM «»fnDoHn»»n» 

141® PEN 2: IF px=25 THEN PRINT ac:px=2:R 
ETURN 

1420 IF px=26 AND sj>0 THEN PRINT ac:px= 
21 : RETURN 

1430 IF px = 27 THEN PRINT ac : px=29 : RETURN 
1440 IF px=bl AND sd>0 THEN PRINT ac:px= 
50: RETURN 

1450 PRINT ab: RETURN 
1460 REM »»»»«Up»*»»» 

ETURN 

1480 IF px=29 THEN PRINT ao : px=27 : RETURN 
1490 IF px = 50 THEN PRINT ac : px = 47 : RETURN 
1500 PR INI' ab: RETURN 
1510 REM «»»*«Shoot«««»< 

1520 PEN 2: IE sta(8)=0 THEN PRINT"! have 
n’t anything to fire" : RETURN ELSE IF sh< 
=0 THEN PR I NT"The gun is empty" : RETURN 
1530 IF sh=2 THEN exa(8)="one bullet let 
t." ELSE IF sti= I THEN exa l B ) = "empty " 



e guards and Ic i 1 



i butthe other < 



1550 IF px=41 THEN PRINT"You kill the se 
ntry. You can now pass byhim. His Unifor 
m may come in handy . " : xob ( 12) =41 : xmov ( 41 
, 3) =42: sh=sh- 1 : obt (26) ="a dead body":obj 
( 26 ) ="BODY" : exa ( 26 ) ="qui te dead” : RETURN 
1560 IF px=45 THEN PRINT"You kill the ba 
nk teller. Unluckly all the money he ha 
d was in coins. ": so=l : xobt 13»=45 : sh=sh-l 
:obt(32) = "a dead te I I er" : exai 32) = "wi th y 
our morbid streak you would make agood u 
nder taker " : RETURN 

1570 PR I NT"Tliere is nothing really here. 
1580 RETURN 

1590 REM •■•••Board' » * »* 

1600 IF px=57 AND sta(18)=0 THEN PR INT"Y 
ou board the plane. But Ladorfe and Z 
argul are at war and the plane you are i 

lane crash. ":GOTO 1830 

1610 IP px=57 AND s ta < 18 ) =2 THEN PR I NT" Y 
ou board the plane. But Ladorfe and Z 
argul are at war and the plane you are i 
n has been shot down. You bail out withy 
our parachute, and land in a clearing i 
n the ladorle t ores t . " : px=58 : xob ( 18 ) =0: s 
ta( 18 ) =0 

1620 IF px =58 AND sta<18>=0 THEN FUR x = l 
TO 4: IF invlx)=oblll8) THEN inv(x)=””:x 



=5: RETURN ELBE NEXT 

1630 IF px = 57 AND statl8) = l THEN PR I NT" Y 
ou better put your parachute on. "(RETURN 
1640 IF px=60 THEN PRINT"You board the p 
lane. You get home safelyon the return j 
ourney " : xmov(56,2)=0: px =56: RETURN 
1650 PRlNT"You can't board any thi ng . " : RE 
TURN 



1660 REM «««»«Drive«»«»» 

1670 IF stalBXl AND skOl THEN PRINT"Yo 
u need some keys to drive the car.”:RETU 
RN 



1680 IF sta(9) =1 THEN s ta (9 ) =0 : sk= 1 : FOR 
x = 1 TO 4: IF inv(x)=obt(9> THEN invlx)="" 
:inv(x)="":x=5:xobt9)=0:obj(9)="":objC17 
) ="KEY" : PR I NT" You insert your keys and s 
tart the engine." ELSE NEXT 

1690 IF px=54 THEN px=62: PR I NT" You drive 
eastwards towards the black building. 




As you approach you realise itis an air 
port. ": RETURN 

1700 IF px=62 THEN px=54:PRINT"You drive 
westwards and stop outside thehouse.":R 
ETURN 

1710 PRlNT"You can't drive anywhere with 
out a car": RETURN 
1720 REM » » »»»Tie«*»»» 

1730 GOSUB 1780: IF rOll THEN PR 1 NT"T i e 
What ???": RETURN 

1740 IF px<>26 THEN PRlNT"You can’t do t 
hat here. " :RETURN 

1750 IF px=26 THEN FOR x=l TO 4: IF invtx 
)=obt(r) THEN inv ( x ) ="" : s j=l : x=5 : xob( 1 1 ) 
=0 : xob (21 ) =26: sta i 1 1 ) =0 ELSE NEXT 
1760 obj(ll)="":obj(21) ="ROPE" 

1770 PRINT ac: RETURN 

1780 REM »«»«Get object from string»»«» 
1790 d="":xx=INSTR(f," " ) : r =0: p=0: d=R IGH 
T*(f , (LEN( f ) -xx ) ) 

1800 IF LEN ( d ) <2 THEN RETURN 

1810 FOR x = 1 TO xed : I F LEFT* (ob j t x ), LEN ( 

d))=d THEN p=l : r=x 

1820 NEXT (RETURN 

1830 REM «ixs*Dead»«x** 

1840 PEN 3 (LOCATE 15, 12: PR I NT" You are de 

1850 PRINT: PR l NT" Do you Wish to try a 
gain, ( Y/N ) " 

1860 a= INKEY*: IF a="" THEN 1860 

1870 a=UPPER*(a) : IF a="Y" THEN CLEAR : RUN 

1880 IF a="N” THEN END 

1890 GOTO 1860 

1900 REM ••■••Upen»»»»» 

1910 GOSUB 1780: IF px=28 AND r=22 AND sf 
<1 THEN sf =l:exa(22)="open":PRINT"You op 
en the window" : RETURN 

1920 IF px = 1 AND r=30 AND sn<l THEN sn=l 
: xob (31 ) = 1 : PR I NT" inside is a well done f 
owl. Oh! Oh! it looks as if your goose 
has been cooked. ": exa(30 ) =exa(30 ) + " and* 
it Is open" : RETURN 

1930 IF px=6 AND r=3 AND si<i THEN si=l: 
xob(4) =6 (PRINT" Inside is some money": RET 
URN 

1940 IF px =26 AND r=23 AND se<l THEN se = 
1 : exa(23) ="you can see a long drop to th 
e floor of the Quarz embassy. You may nee 
d somethingto climb down .": PR I NT" You ope 
n the sky I i ght" -.RETURN 

1950 IF px =51 AND sta ( 1 7 ) >0 AND r=27 AND 
sd<l THEN sd = 1 : PR I NT" You open the iiianho 
le cover with the key . " : exa ( 27 I ="open" : R 
ETURN 

1900 IF px = 17 AND xob( 25 ) = 1 7 AND r = 25 TH 
EN PR I NT" You open the coffin. Inside is 
a body, you look down at the face and w 





1970 IF px 3 17 AND xob ( 25 > — 17 AND r 3 2S TH 
EN PRlNT"You should not have entered the 
"-PRINT: PRINT SPC C 12 ) ; "TU 1 L IUHT ZONE":GO 
TO 1630 

1980 PRINT ab: RETURN 
1990 HEN *mx »v Smash* * * ** 

2000 IF px=9 AND sc< 1 AND slal5>->0 THEN 
sc=l : PR 1 NT" You smash the door in with th 
e axe. " : RETURN 

2010 IF stalSltl THEN PRINT-You have not 
hi ng sui table. RETURN 

2020 IF px=12 AND sb< 1 AND stat5l>0 THEN 
sb=l:PRlNT"You smash the door In with t 
he axe. ".-RETURN 
2030 PR 1 NT"No t here. " : RETURN 
2040 REH * * * **Di g* » * * « 

2050 IF p x = 1 7 AND sta(61>0 THEN PRINT"Yo 
u start to dig and you uncover a largeuo 
oden coffin. You start to feel very un 
easv. ": xoh< 2£ 1=17: RETURN 
2060 IF px=63 AND sta<6>>0 THEN PRINT"Yo 
u're quite good at gardening, but do yo 

venture" :RETURN 

2070 IF s ta (6 ) =0 THEN PR I NT"Di g with wha 
t ???" : RETURN ELSE IF px<>17 THEN PRINT" 
You can't dig here." 

2080 RETURN 

2090 REM »«»««No Swearing Allowed***** 
2100 sl -si *1: IF s I =3 THEN GOSUB 21 30: RET 

2110 IF’ s 1 — 1 THEN PRINT’Tut 1 
guage Is terrible. ”:RETURN 
2120 PR I N I" Now I wouldn't sa> 

TURN 

2130 PRINT”! warned you now you will fee 
I my wrath. I will switch myself off." 
:POR x — 1 TU 4000: NEXT: BORDER 0:INK 1,0:1 
NK 2.0: INK 3, 0:CLS:FUR x = l TO 5000:NEXT: 
INK 1,18:1 NK 2. 15: INK 3. 2 : PR I NT"Ha ! ! Ha! 

! Ha!! Unly Ridding. I'll let you ol t 

2140 s I -0 : BORDER 13: RETURN 
2150 REN a a a a«Ta I k** * * * 

2180 IF p x = 10 OR px = 46 THEN PKINT"They d 
on't want to talk to you !!!": RETURN 
2170 IF px = 4 1 THEN PR I NT"He says 'What's 
the Password '": RETURN 
2180 IF px= 1 7 THEN PRINT'Huh the Lhlngs 
people do. Very s trange .": RETURN 
2190 IF px=63 THEN PRI NT"The caL wakes u 
p, says ' Meeooowwww ' and goes to sleep a 
gain. ": RETURN 
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2200 IF px=23 THEN PRINT"The chief says 
'An enemy agent raided our embassy a f 
ew weeks ago, some of ourfiles were stol 
en. You must go to the DINE headquarte 
rs in Zargui and get my file back." 

2210 IF px=23 THEN PRINT"You will have t 
o use your car to drive to the airport. 

The big black building to the west.’": 
RETURN 

2220 PRINT"There' s nobody to talk to":RE 
TURN 

2230 REM *»***Drink»**»* 

2240 GOSUB 1780: IF r=16 AND (sta<16)=l 0 
R xob ( 16 ) =px 1 THEN PR I NT"Mmmm ! ! ! The win 
e is terrific, but it does' t really h 
elp in the adventure. ": I F xob(16)-px THE 
N xob t 16 1=0: RETURN 

2250 IF s tat 161 = 1 THEN s ta 1 16) =0: FOR x = l 
TO 4: IF inv t x ) =obt (161 THEN inv(x) = "":x 
=5: RETURN ELSE NEXT 
2260 PRINT ac: RETURN 
2270 REM ■•>»Headii»« 

2280 GOSUB 1780: IF p<l THEN RETURN 
2290 IF r<>15 AND r<>24 AND r<>29 THEN P 
R I NT" It’s impossible to read that!":RETU 



: RETURN 

2310 PR I NT" You read : ; obt ( r 1 : PR I NT exat 
> : RETURN 

2320 REM *«***Uatch*#*** 

2330 GU3UU 1/00: IF p<.i THEN PH I NT" WhaLr * 
: RETURN 

2340 IF r=l AND px=3 THEN PRINT exa(l):R 
ETURN 

2350 PR I NT" You can't watch that. " : RETURN 
2360 GOSUB 1780: IF p<l THEN PRlNT"Uhat?" 
: RETURN 

Z370 IF ( r=31 AND px=xobt31)> OR (r=31 A 
MD sta(31 ) >0) THEN PRINT"You sit down an 
d eat the goose. Hey what about me, 
never left me any!!! I wanted some.” 
2380 IF (r=31 AND sta(311>0) THEN FOR x= 
1 TO 4 : I F inv ( x ) =obt 1 31 ) THEN inv(x)="": 
x=5:sta( 31 1=0: RETURN ELSE NEXT 
2390 IF (r=31 AND px=xob(311) THEN xob(3 
: RETURN 

2400 PR I NT" You can't eat that .": RETURN 







Telephone Duncan Neilson on 01-437-0699 
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COMPUTER GAMER CHRISTMAS SPECIAL 




MICROWARE 

Home Computer 
Support Specialists 
Software ' Peripherals 



INNOVATIONS 
COMPUTING AND 
VIDEO 

9 Harmondsworth Road, 
West Drayton, 
Middlesex UB7 9JS 
Tel: (0895) 420457 

Inexpensive software 






WORLDWIDE SOFTWARE 
1 Bridge St. Galashiels 
Selkirkshire TD1 1SW 

25% off most Commodore 




DISCOUNT PRICES' 



Or phone 01-685 1476 



CAPRICORN 

COMPUTERS 

Home Computer Games 
Specialists. 

We cater tor all Home 
Computers. Software/Hard- 
ware/Peripherals/Books/ 
Magazines/Repairs etc. 

35 WARWICK RD, 
OLTON, SOLIHULL, 
BIRMINGHAM B92 
Tel: (021) 707 0381 



THE GAMES ROOM 
UNIT 15, THE MARKETHALL, 
HIGH ST. EPSOM, SURREY. 

At least 20% discount (or 



Ring Epsom (037-27) 44 



For details 
of series 
discounts in 
this shop guide 
ring 

01-437 0699 


















A MISSION YOU CAN NEVER COMPLETE® 



Imagine Software (1984) Limited 
6 Central Street • Manchester M2 5NS 
Tel: 061 834 3939 - Telex: 669977 






COMMODORE 64 



AlM STRAP 



1 834 3939-Telex 





Top Gun puts you in the fighter pilot's seat 
of an F-14 Tomcat. 

Vector graphics and a split screen allow I or 2 
players to play head to head, or against the computer. 




TM 

Your armaments in this nerve tingling aerial duel 
! heat seeking missiles and a 20mm rapid fire cannon. 
Can you feel the force! 

Top Gun mavericks! Enter the danger zone. 



£7.95 



£8.95 

AMSTRAD/ COMMODORE 



Ocean Software Ltd., 6 Central Street, Manchester M2 5NS. Telephone: 061-832 6633.Telex: 669977 OCEAN G. 



'"DESIGNATES TRADEMARKOF PARAMOUNT PICTURES CORPORATION and used by OCEAN SOFTWARE, LTD. under authorization. 



